Holiday ORRORI: 


Se 


VAE JOLLY WED 
KOOP VOP LURKER 


JOLLY RED ROOFTOP LURKER 


Medium humanoid, neutral evil 


Armor Class 17 


Hit Points 169 (19d8+84) 
Speed 30 ft. walk, 30 ft. climb 


STR DEX CON INT WIS CHA 
18 (+4) 12(+1) 16(43) 14(+2) 16(+3) 18 (+4) 


Saving Throws CON +7, WIS +7, CHA +8 

Skills Acrobatics +5, Athletics +8, Deception +12, Insight +11, 
Perception +7, Persuasion +8, Sleight of Hand +5, Stealth +5 

Damage Immunities cold, fire 

Senses darkvision 120 ft., tremorsense 60 ft., truesight 120 ft., 
Passive Perception 17 

Languages All 

Challenge 12 (8,400 XP) 

m 


Better Not Shout. All voices, noises, and verbal spell 
components are dampened within a 30 foot radius around the 
Jolly Red Rooftop Lurker. Sounds can be heard within the radius 
or outside the radius, but they do not pass through the radius 
unless the lurker chooses to allow them. 


He Knows When You’re Awake. The Jolly Red Rooftop Lurker 
cannot be surprised and can add its Wisdom modifier to 
Initiative rolls. 


Legendary Resistance. (3/day) 
ACTIONS 


Multiattack. Jolly Red Rooftop Lurker uses the Jingle Bells 
action one time followed by two Santy’s Claws attacks or makes 
three Santy’s Claws attacks. 


This sneaky spy has voyeuristic tendencies and likes to 
look in on anyone and everyone. It has an unhealthy 
obsession with making lists and writing names. One 
says “Naughty” and the other is titled “Nice”, but despite 
the veiled threat that everyone is “gonna find out” who’s 
on which list, it has yet to be determined by any other 
than the lurker which is the worst list to be found on. 


The perfect assassin, this creature pursues its targets”. ©” 


with dogged determination and has an innate ability to 
observe any creature whose true name is known to it. 
Nearly impossible to catch and often difficult to even 


spot, this is one winter abomination that everyone hopes Ea 
is not coming to town. JE. 


Santy's Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 7 (1d6+4) slashing damage plus 10 (3d6) necrotic 
damage. 


Jingle Bells (3/Day). The Jolly Red Rooftop Lurker targets one 
creature it can see within 30 feet of it. The target must succeed 
on a DC 16 Wisdom Saving throw or be deafened by the lurker 
until the lurker dies or until it is at least 1 mile away from the 
target. While affected, the target takes 2d8 thunder damage at 
the start of its turn. 

Whenever the target takes damage from something other 
than this ability, the target can repeat the saving throw. On a 
success, the effect ends. 


He Sees You When You're Sleeping. As an action, the Jolly Red 
Rooftop Lurker can speak the true name of any creature it is 
aware of in existence. This works as if casting the scrying spell 
with familiar knowledge and reguires no material components. 


Spellcasting. Jolly Red Rooftop Lurker is a 6th-level spellcaster. 
Its spellcasting ability is Charisma (spell save DC 16, +8 to hit 
with spell attacks). 


Jolly Red Rooftop Lurker has the following spells prepared: 


Cantrips (at will): message, minor illusion, ray of frost 

Ist level (4 slots): disguise self, feather fall, hellish rebuke 
2nd level (3 slots): invisibility, knock, misty step, spider climb 
3rd level (3 slots): fear, hypnotic pattern, sleet storm 

Ath level (2 slots): dominate beast, fabricate, freedom of 
movement, locate creature 


He Knows if You’ve Been Bad or Good. Jolly Red Rooftop Lurker’s 
innate spellcasting ability is Charisma (spell save DC 16, +8 to 
hit with spell attacks). It can cast the followingspells, requiring 
no material components: 


1/Day: Detect Evil and Good, Detect Thoughts, Dispel Evil and 
Good, Protection from Evil and Good 
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